A\WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES 


READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures or blackouts when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or when playing video games may trigger epileptic seizures or blackouts in 
these individuals. These conditions may trigger previously undetected epileptic symptoms or , 
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition or has had seizures of any kind, consult your physician before 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay 
if you or your child experience any of the following health problems or symptoms: 


¢ dizziness ¢ disorientation 
altered vision * seizures 
* eye or muscle twitches * any involuntary movement or convulsion 


¢ loss of awareness 
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 


Use and handling of video games to reduce the likelihood of a seizure 
¢ Use ina well-lit area and keep as far away as possible from the television screen. 
¢ Avoid large screen televisions. Use the smallest television screen available. 
¢ Avoid prolonged use of the PlayStation 2 system. 
Take a 15-minute break during each hour of play. 
¢ Avoid playing when you are tired or need sleep. 


Stop using the system immediately if you experience any of the following symptoms: 
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the 
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a doctor. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 system to a projection TV without first consulting the user manual 
for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your 
TV screen. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C designation. 
Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 


STARTING UP 

GAME CONTROLS 
THE GAME 

MENUS 

PLAYABLE *TUNES 
ANCESTORS 

ACME COLLECTIBLES 
ACME ARSENAL 
CREDITS 


END USER LICENSE AGREEMENT 
SOFTWARE LICENSE 

CUSTOMER SUPPORT 

LIMITED WARRANTY 


open button 

memory card slot 2 
memory card slot 1 
reset button 


disc cover 
— on/standby/ 


IR receiver 


USB connectors 


controller port 2 


Set up your PlayStation®2 computer entertainment system 
according to the instructions supplied with your system. Check 
that the system is turned on (the on/standby indicator is green). 
Insert the LOONEY TUNES: ACME ARSENALyw disc in the system 
with the label side facing up. Attach game controllers and other 
peripherals as appropriate. Follow the on-screen instructions 

and refer to this manual for information on using the software. 


MEMORY CARD (8MB)(for PlayStation®2) 


To save game settings and progress, 
insert a memory card (8MB) 
(for PlayStation®2) into 
MEMORY CARD slot 1 

of your PlayStation®2 
system. You can load 
saved game data from 
the same memory card 
or any memory card 
(8MB)(for PlayStation®2) 
containing previously 
saved games. 


GAME CONTROLS 


R2 button 
R1 button 


L2 button 
L1 button 


directional 
buttons 


— A button 
O button 
X button 
O button 


left analog stick 
(L3 button when pushed down) 

SELECT button 

ANALOG mode button 

START button 

right analog stick ——————————— 
(R3 button when pushed down) 


Before starting play, connect the DUALSHOCK®2 analog controller 
to controller port 1. You can turn controller vibration on/off 
from the Options Menu. 


CHARACTER CONTROLS 


COMMAND ACTION DESCRIPTION 

left analog stick Directional walk/run. Push lightly to walk; 
push all the way to run. 

€ button Jump. Jump through the air. 

, (x) buttons Double jump. Jump for a longer time 


and distance. 


©, © buttons (in air) Hover. Cover more distance 
than with a double jump. 


(A) button Activate/Interact. Press while over 
an interactive object 
to activate it. 


right analog stick Move camera. Move camera angle. 

button Center camera. Center camera behind 
your character. 

button Swap ‘Tunes. Play with your other 
character. 
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COMMAND 
button 


left analog stick 


& button 


GEES button 


COMMAND 
@® button 


@® button (in aid) 


© button 


® button 


® button (held) 


® button (in aid 


VEHICLE CONTROLS 


ACTION 
Accelerate. 


Steer. 


Jump. 


Fire/Shoot. 


MELEE COMBAT 


ACTION 


Frontal Attack. 


Jumping Frontal 
Attack. 


Spin Attack. 
Up Attack. 
Heavy Up Attack. 


Slamdown Attack. 


DESCRIPTION 
Drive forward. 


Drive in the direction 
you press the left 
analog stick. 


Jump the vehicle 
through the air. 


Draw and fire your 
weapon. 


DESCRIPTION 


Standard strike inflicts 
normal amount 
of damage. 


Initiate a Frontal Attack 
while jumping. 


Defensive whirl strikes 
and knocks back 


enemies in nearby area. 


More powerful strike 
with a longer range 
and increased power. 


Enhanced version of 
the Up Attack resulting 
in a Heavy Power Slam. 


Strike to the ground 
beginning from a Jump 
or an Up Attack. 


COMMAND 


®, ©, @ buttons 
®, ©, ©, © buttons 


©, ©, ©, ® buttons 


©, ©, ©, ©, ® buttons 


COMMAND 
button (held) 


GES button 


MELEE COMBOS 


ACTION 
Dizzy Robots. 


Spin Finish. 


Uppercut 
Finish. 


Slamdown 
Finish. 


RANGED COMBAT 


ACTION 
Strafe. 


Fire. 


DESCRIPTION 


Simplest combo makes 
the enemy dizzy. 


Easiest finishing move 
defeats the enemy 
instantly and releases 
collectible IIludium. 


More complicated finisher 
defeats the enemy and 
knocks him into other 
enemies, making them 
dizzy. 


Most powerful combo 
both defeats the enemy 
and causes a shockwave, 
destroying all other 
enemies in the area. 


DESCRIPTION 


Draw your ACME Ranged 
Weapon and lock-on 
your target. 


Draw and fire your ACME 
Ranged Weapon. 


THE GAME 


The Evil Mad Scientist — Dr. Frankenbeans — is fed up 
with the LOONEY TUNES and plans to get rid of them 
once and for all. Using his homemade time machine, 
he’s sending eraser Robots back through time to wipe 
out the Looney Tunes’ ancestors! If Dr. Frankenbeans 
and his minions succeed, the Looney Tunes will be 
erased from history! 


To save their ancestors 
and themselves, the Looney 
Tunes must break into 

Dr. Frankenbeans’ castle 
and steal the plans to his 
time machine, known as 
the Chronoreversolator... 


It’s up to you to stop 
Dr. Frankenbeans! 
Take control of the 
Looney Tunes and their 
zany arsenal of ACME 
weapons to complete 
your first task: steal 
the plans to the 
Chronoreversolator! 


Then get ready for 

a whack-tastic robot- 
bash as you chase 

Dr. Frankenbeans’ eraser 
Robots through the ages 
to save the Looney Tunes’ 
past, present and future! 


MAIN MENU 


STORY 
Start your quest to defeat 
the Evil Mad Scientist 
and save the ’Tunes! Select 
your level of difficulty. 
Play solo or with a friend 
for two-player co-op TUTORIAL 
mayhem. ___ OPTIONS 
Note: You will be 1s CHEATS 
prompted to save { | 
at the end of every level. 


BATTLE 
Take on your friends 
in this zany, multi-player 
Looney Arena Battle Mode. 


TUTORIAL 
Take this tutorial to help 
you learn how to control 
the ’Tunes, command the 
weapons and conquer the baddies. 


OPTIONS 
Make the game your personal cartoon! Adjust various game 
settings here. (See page 8 for more information.) 


CHEATS 
Enter LOONEY TUNES: ACME ARSENAL cheat codes to unlock 
invincibility, unlimited ammo and more! 


TROPHY ROOM 
Admire and gloat over your collection of rare ACME Statues. 


CREDITS 
Meet the real-life ’Tunes who went Looney making this game! 
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OPTIONS MENU 


INPUT 
You decide how to play! Invert the controls 
and turn controller vibration on/off. 


AUDIO 
Adjust the volume of those crazy noises (music, sound 
effects and voices) coming out of your television. 


MULTI 
Split the screen horizontally 
or vertically and turn 
Friendly Fire on/off. 


SAVING YOUR GAME 


You can save the game 
after each level 
you complete. 


BUGS BUNNY 
A wisecracking, wascally 
wabbit who plays banjo, 
guitar and double-bass. 
(But not at the same time.) 


DAFFY DUCK 
A courageous mallard 
with a mallet used 
for flattening his critics, 
and the true hero of this 
game... according to him. 


MARVIN THE MARTIAN 
An out-of-this-world 
alien with a penchant for 
glowing green laser swords 
(and blowing up Earth with 
a Q-36 space modulator — 
too bad he can’t find one). 


FOGHORN LEGHORN 
A rambunctious rooster with 
a haymaker right hook! Hobbies 
include singing about Camptown 
Races, finding worms and posing 
for bodybuilding competitions. 


GOSSAMER 
A big, furry, red monster 
created by the Evil Mad 
Scientist, Dr Frankenbeans. 
A monster of few words, 
(including “Eeek!”), he loves 
spider goulash and is afraid 
of nothing...except people. 


TAZ 
A Tasmanian Devil with jaws, 
claws, and an appetite for... 
well, everything. 


BIG FURRY GREEN BUGS 

Also known as BFG Bugs, 

this Hyde Bugs doesn’t need 
weapons to beat his enemies 
(but still has the ACME 
Arsenal at his disposal 

for the heck of it). 
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PHARAOH BUGS 
Bugs Bunny’s ancestor rules all 
of Ancient Egypt (except maybe 
the parts that are ruled 

by somebody else). 


KING DAFFY 
Daffy’s ancestor is the 
King of Camelot. He 
dances a mean soft-shoe 
shuffle with his singing 
sword; his one and only 
pastime is admiring 
statues of himself. 


MERVIN THE MARTIAN 

, Marvin’s long-lost 
clone-father has 
interests in cloning, 
’ improving his fashion 
sense and wondering 

why all the women-folk 

left Mars for Venus. 
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COLONEL FOGHORN EGGHORN SENIOR 
Foghorn Leghorn’s ancestor was 
captured behind enemy 
lines in the Great 
Chicken and Egg War, 
but his memories 
of it are a little 
scrambled. 


THE OLD DEVIL 

Taz’s caveman-days ancestor 
has numerous hobbies 
including eating everything, 
causing stampedes, 

and eating the stampedes 

he’s caused. 


GRANDPAPPY SAMMY 
Yosemite Sam’s long-lost 
kin was jailed for train 

rustling. His hobbies 
include hollering at 
“dad-gum consarned 
blum-ding varmints” and 
weaving “dad-gum it” into 
every conversation he has. 
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ACME HEALTH TONIC 
Drinking this orange potion as you play restores 
your health (but not your waistline). Look 
at the orange Health Meter in the upper left 


corner of your screen to check your 
current health. 


ACME ILLUDIUM Q~-37 

Collecting these neon green tubes 

increases your melee weapon power. Look 
at the green Illudium Meter in the upper left 
corner of your screen to see how much 
Illudium you’ve collected. 


ACME RANGED WEAPONS 


You can carry one ACME Ranged Weapon at a time. Look 
in the lower left corner of your screen to see how much 
ammunition you have left in your current Weapon. 

(See page 1% for more information 
on ACME Ranged Weapons.) 


ACME COINS 
Collect the gold and silver 
coins to purchase ACME 
Ranged Weapons, IIludium 
and Unlockable skins from 
Vending Machines scattered 
throughout the game. Look 
in the upper right corner 
to see how many coins 
you’ve collected. 
Note: When you find 
a Vending Machine, the cost 
of the collectible inside 
appears in the upper ri 
corner of the screen. 1 
the collectible, press 


ACME STATUES 


There are only six of these hard-to-find figurines. 
Good luck in your search! 


Your ACME Arsenal consists of your whack-and-smash 
melee combat and a collection of pick-up-and-play 
ACME Ranged Weapons. 


You can find ACME Ranged Weapons in three places: 


¢2 SCATTERED AROUND A LEVEL 
Stand near the Weapon and press the ® button 
to pick it up. 


e2 IN VENDING MACHINES 
Press the ® button to purchase the Weapon. 


e2 IN YOUR ENEMIES’ POSSESSION 
Defeat the enemy to steal his Weapon. Once you’ve 
destroyed him and freed the Weapon, stand next 
to the Weapon and press the ® button to pick it up. 


ACME SHOTGUN 
Duck Season...Wabbit 
Season...ROBOT SEASON!!! 


ACME BOXING GLOVE 
Give some Robots ACME 
boxing lessons! 


ACME MARSHMALLOW 
TOASTER 
Yum, ACME toasty- 
delicious. 


ACME TRIPLE-SHOT 
This beast fires three bullets 
at once! Count ’em! 


CEO, Executive Producer 
& Lead Design 
Chris Mosely 


Chief Operating Officer 
& Director Human Resources 


Samantha Anne Robson 


Senior Game Designer 
& Writer 
Joe Velikovsky 


Lead Game Mechanics Design 
Barney Cummings 


Game Mechanics Design 
Daniel Streatfield 


Lead Asset Manager 
Damian Fontana 


Asset Manager 
James Langford 


Lead Level Designer 
& Environment Artist 
Toshi Endo 


Senior Level Designer 
& Environment Artist 
Marty Howe 


Level Designers 
& Environment Artists 
Jessica Brett 
Paul dal Pozzo 
Morgan O'Sullivan 
Antonio Petrakis 
Phillip Phair 
Adrian Vaughan 


Lead Character Artist 
Damian Borg 


Senior Character Artists 
Harsh Borah 
Lloyd Chidgzey 


Character Artists 
Justin Greenaway 
Gavin Kusters 
Mark Pitcher 


Lead Animator 
Barney Cumming 


DEVELOPED BY REDTRIBE 


Character Animators 
Darren White 
Robert Junggeburt 
Robert Dowling 


Animator, Texture Artist 
& GUI Designer 
Sebastian Kussowski 


Character Animator & Artist 
Joe Bryant 


Character & Level Animator 
Wongu Oh 


Lead Application Programmer 
& Engine Programmer 
Tomas Lundell 


Senior Lead Engineer 
& Lead Application Programmer 
Andrew “Yassim” Phillips 


Senior Lead Engineer 
& Engine Programmer 
Ryan Butterfield 


Senior Engine Programmer 
Peter Wake 


Lead Application Programmer 
& Lead Character Programmer 
Russell Smith 


Senior Software Engineers 
& Engine Programmers 
Stuart McMahon 
Lewis Baker 
John Cannon 


Software Engineer & Sound 
Yossi Landesman 


Level Technical Lead, Lead Level Scripter 
& Lead Prototyper 
Adam Templeton 


Prototype Programmer 
Hamish Fawns 


Prototype Programmer 
& Application Programmer 


Paul Roberts 
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REDTRIBE (continued) 


Level Scripter 
Scott Zonneveldt 


Senior Tools & Application Programmer 
David Coen 


Tools & Application Programmers 
David Lloyd 
Vico Duong 


, Senior Application & System Programmer 
Geoff Battye 


Application Programmers 
Damian Heard 
Warren Carroll 


Sound Design & Audio 
Steve Blezy 


Quality Assurance 
Louis Meyer 


QA Testers 
Vaughan Staehr 
Isaac Mcintyre 
Benny Mcintyre 
Eric Donaldson 


Systems Administrator 
Ross Dougherty 


Systems Administration 
Daniel Orlic 


Internal Accountant 
Yuan Meng 


Executive Assistant to the CEO 
Emily Turner 


Executive Assistant to the COO 
Sarah Patterson 


Cinematics by Zero One Animation 
Brad May 
Kelly Brown 
Ben Bryan 
Trent Denham 
Shane Hall 
Shawn Miller 
Vu Nguyen 
Dave Oakley 
Ben Tiefholz 
Jordan Walsh 


Accounting 
by Lundstrom Dickson & Barbanti 


Chris Barbanti 
Luke Henry 


Legal Services by Logie Smith Lanyon 
Kate Callil-Roberts 


Additional Contributors 
Simon Short (Game Mechanics Design) 
Shael Zelunka (Level Designer 
& Environment Artist) 
lan Bright (Character Artist) 
Upinder Dhaliwal (Character Artist) 
Jason James (Character Artist) 
Furio Tedesci (Character Artist) 
Nick London (Art Guru) 

Keith Ealanta (Programmer) 
Aaron Vernon 


Special Thanks 
Norby “Sylvester” our Mascot 
Michael Gordon: Lava Injection Studios 
Karen & Robert Thompson 
Our partners and cats 
- for putting up with us at crunchtime 


=t 


18 


TESTING & LOCALIZATION BY BABEL MEDIA 


Project Manager 
Costas Pexos 


Quality Assurance Manager 
Eric Audette 


Quality Assurance Coordinator 
Julian Mower 


Quality Assurance Team 
Frédéric Gill 
Roustane Benzeguir 
Francois Provost 
Sekoul Krastev 
Richard Woo 


PUBLISHED BY 


WARNER BROS. INTERACTIVE ENTERTAINMENT 


Producer, Game Concept & Design 
Nick Torchia 


Associate Producer 
Nathan Whitman 


Quality Assurance Manager 
& Production Coordinator 


John Durishan 


Manager, Rights & Clearances 
Karen Fishman 


Senior Vice President, 
Production & Development 
Samantha Ryan 


Manager, First Party Operations 
Wendy Bozzi 


Senior Marketing & PR Coordinator 
Jillian Gibson 


Director, Marketing 
Stephanie Johnson 


Director, PR 
Remi Sklar 


Director, Legal & Business Affairs 
Jennifer Stump 


Senior Vice President, Operations 
Debra Baker 


Director, Trade Marketing 
Anne Leuschen 


Vice President, Sales & Distribution 
Ron Scott 


Executive Vice President, 
Worldwide Supply Chain Management 
John Quinn 


Original Music Composition 
by Game Audio Ltd. 


www.gameaudio.com 


Music Director 
Keith Leary 


Looney Tunes Character Art Re-design 
by Warner Bros. Animation 
Frank Molieri 
Jessie Silver 
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WARNER BROS. INTERACTIVE ENTERTAINMENT (continued) 


Looney Tunes Voice-Over Talent 
Bugs Bunny, Daffy Duck, 
Marvin the Martian & Sylvester the Cat 
Joe Alaskey 
Foghorn Leghorn & Yosemite Sam 
Maurice LaMarche 
Porky Pig & Evil Porky 
Bob Bergen 
Tazmanian Devil 
Jim Cummings 


Voice Over Director 
Collette Sunderman 


Voice-Over Recording 
by Skylark Sound 
Rita Kedineoglu 


Cinematics Sound 
by Warner Bros. Sound Facilities 


Sound Supervisor, Sound Designer 
& Dialogue Editor 


Gregory J. Hainer, M.P.S.E. 


Re-Recording Mixer 
Ed Carr, C.A.S. 


Foley Editor 
Thom Brennan 


Foley Artists 
John Roesch 
Alyson Moore 


Foley Mixer 
Mary Jo Lang 


Foley Recordist 
Scot Morgan 


Senior Vice President, 
Post Production Services 
Kim Waugh 


Special Thanks 
Ayzenberg 
Hanshaw Ink & Image 
Monolith Productions 
Warner Bros. Animation 
Warner Bros. Advanced Digital Services 
Warner Bros. Consumer Products 
Warner Home Video 
David Abrams 
Sam Ades 
Jacques Barreau 
Heidi Behrendt 
Kevin Bricklin 


Special Thanks (continued) 
Michele Brownson 
Steve Chalk 
Christopher Chen 
Amit Desai 
Brian Dimick 
Monique Doubet 
Ben Elliot 
Jonathan Eubanks 
Danielle Finkel 
Lindsey Fischer 
Annette Fleming 
Josh Fleming 
Catherine Frizat 
Jennifer George 
Reggie Goco 
Jason Hall 
Tom Ham 
Jessica Holloway 
Megan Jirovec 
Scott Johnson 
Yvette Kehela 
Julia King 
Jeneba Konare 
Monica Loya 
Louise Mctighe 
Daniele Mathras 
Ulises Molina 
Sean Mountain 
Greg Mucha 
Michael Leon 
Marco Lopez 
Jamie O’Brien Moore 
Juan Ojeda 
Wayne Parkes 
Jesse Phillips 
Jessica Pinto 
Bob Roberts 
Doug Rukavina 
Ricci Rukavina 
Gary Sheinwald 
Steven Sizer 
Michael Steuerwald 
Amanda Shuman 
Melanie Swartz 
Jeri Street 
Mike Takac 
Irene Toporzysek 
Lowell Vaughen 
Amy Wagner 
Stefan Weibel 
Steve Wheeler 
Hester Woodliffe 
Dana Young 


And a Very Special Dedication 
to Chuck Jones and Mel Blanc 
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END USER LICENSE AGREEMENT 


This end user license agreement (“Agreement”) is a legal agreement between you and WB Games Inc. 

a company duly organized under the laws of the State of Delaware, with its principal offices at 4000 Warner 
Boulevard, Burbank, California 91522 (“WB Games") for the interactive entertainment product, including 
the software included herewith, the associated media and any printed materials (collectively, the “Product”). 
By installing, accessing, playing or otherwise using the Product, you agree to be bound by the terms of this 
Agreement. If you do not agree to the terms of this Agreement, do not install, access, play or otherwise use 
the Product. 


SOFTWARE LICENSE 


WB Games grants to you the non-exclusive, non-transferable, revocable, limited right and license to use one 
copy of this Product solely and exclusively for your personal use. All rights not specifically granted under this 
Agreement are reserved by WB Games. This Product is licensed, not sold. Your license confers no title or 
ownership in this Product and should not be construed as a sale of any rights to the Product. All right, title 
and interest in and to this Product and any and all copies thereof (including, but not limited to any and all 
titles, computer code, technology, themes, objects, characters, character names, stories, dialog, catch phrases, 
locations, concepts, artwork, m etc.) are owned by WB Games or its licensors. This Product is protected 
by the copyright laws of the United States, international copyright treaties and conventions and other laws. 
This Product contains certain licensed materials and WB Games’ licensors may protect their rights in the 
event of any violation of this Agreement. Specifically, certain software is being provided to you through 

a sublicense agreement with Emergent Game Technologies, Inc. (“Emergent”). Emergent grants you a limited, 
non-exclusive license to use such software solely in the form provided to you in the Product and subject 

to the terms of this Agreement. Title to the software provided by Emergent will remain with Emergent 

and you may not remove any copyright, patent, trade secret, proprietary and/or other legal notices 

contained on or in the Product. 


You may not: (1) copy the Product in its entirety onto a hard drive or other storage device; (2) distribute, rent, 
lease or sublicense all or any portion of the Product; (3) modify or prepare derivative works of the Produc 
(4) transmit the Product over a network, by telephone or electronically using any means, or permit the use 
of the Product in a network, multi-user arrangement or remote access arrangement, except in the course of 
your network multiplayer play of the Product over authorized networks; (5) design or distribute unauthorized 
levels; (6) reverse engineer the Product, derive source code, or otherwise attempt to reconstruct or discover 
any underlying source code, ideas, algorithms, file formats, programming or interoperability interfaces of 

the Product by any means whatsoever, except to the extent expressly permitted by law despite a contractual 
provision to the contrary, and then only after you have notified WB Games in writing of your intended 
activities; (7) export or re-export the Product or any copy or adaptation thereof in violation of any applicable 
laws without first obtaining a separate license from WB Games (which WB Games may or may not grant 

in its sole discretion) and WB Games may charge a fee for any such separate licenses. 


Because WB Games would be irreparably damaged if the terms of this Agreement were not specifically 
enforced, you agree that WB Games shall be entitled, without bond, other security or proof of damages, to 
appropriate equitable remedies with respect to breaches of this Agreement in addition to such other remedies 
as WB Games may otherwise have under applicable laws. In the event any litigation is brought by either party 
in connection with this Agreement, the prevailing party in such litigation shall be entitled to recover from the 
other party all the costs, attorneys! fees and other expenses incurred by such prevailing party in the litigation. 


CUSTOMER SUPPORT 


In the unlikely event of a problem with your Product, you may only need simple instructions to correct 

the problem. Please contact WB Games Customer Service Department by calling us at (410) 568-3680, 

by emailing us at support@ACMEArsenal.com or on the web at www.ACMEArsenal.com/support before 
returning the Product to a retailer. Please do not send any Product to WB Games without contacting us first. 


LIMITED WARRANTY 


WB Games warrants to the best of WB Games’ ability to the original consumer purchaser of the Product 
that the medium on which the Product is recorded shall be free from defects in materials and workmanship 
for a period of ninety (90) days from the original date of purchase. If a defect in materials or workmanship 
occurs during this ninety (90) day warranty period, WB Games will either repair or replace, at WB Games’ 
option, the Product free of charge. In the event that the Product is no longer available, WB Games may, in its 
sole discretion, replace the Product with a product of comparable value. The original purchaser is entitled 

to this warranty only if the date of purchase is registered at point of sale or the consumer can demonstrate 
(to WB Games’ satisfaction) that the Product was purchased within the last ninety (90) days. 
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TO RECEIVE WARRANTY SERVICE: Notify the WB Games Customer Service Department 
of the problem requiring warranty service by contacting support@ACMEArsenal.com or on the web at 
www.ACMEArsenal.com/support. If the WB Games service technician is unable to solve the problem 
by phone or on the web via email, he/she may authorize you to return the Product, at your risk of damage, 
freight and insurance prepaid by you, together with your dated sales slip or similar proof of purchase 
within the ninety (90) day warranty period to: 

WB Games Customer Support 

10720 Suite #2 Gilroy Road 
Hunt Valley, Maryland 21031 


WB Games is not responsible for unauthorized returns of Product and reserves the right to send such 
unauthorized returns back to customer. 


This limited warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen 
through abuse, unreasonable use, mistreatment or neglect; (b) the Product is used with products not sold or 
licensed by the appropriate platform manufacturer or WB Games (including but not limited to, non-licensed 
game enhancements and copier devices, adapters and power supplies); (c) the Product is used for commercial 
purposes (including rental); (d) the Product is modified or tampered with; or (e) the Product’s serial number 
has been altered, defaced or removed. 


WARRANTY LIMITATIONS/DISCLAIMER: EXCEPT AS EXPRESSLY PROVIDED HEREIN, THE PRODUCT 

IS MADE AVAILABLE TO YOU UNDER THIS AGREEMENT ON AN “AS IS” BASIS WITH NO WARRANTY 

OF ANY KIND, THE EXPRESS LIMITED WARRANTY SET FORTH ABOVE IS IN LIEU OF ALL OTHER 
WARRANT! AND REPRESENTATIONS. EXCEPT AS PROVIDED IN THE LIMITED WARRANTY ABOVE, 

ALL OTHER EXPRESS OR IMPLIED WARRANTIES APPLICABLE TO THIS PRODUCT, INCLUDING, WITHOUT 
LIMITATION, IMPLIED WARRANTIES OF CONDITION, UNINTERRUPTED USE, MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT ARE HEREBY DISCLAIMED BY WB GAMES. SOME 
STATES DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT 
APPLY TO YOU. THIS WARRANTY GIVES YOU S| IFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER 
LEGAL RIGHTS THAT VARY FROM STATE TO STATE. IF ANY SUCH WARRANTIES ARE INCAPABLE 

OF EXCLUSION, THEN SUCH WARRANTIES APPLICABLE TO THIS PRODUCT SHALL BE LIMITED 

TO THE 90-DAY PERIOD DESCRIBED ABOVE. 


LIMITATION OF LIABILITY: TO THE EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL WB 
GAMES BE LIABLE FOR ANY OF THE FOLLOWING DAMAGES: (1) DIRECT; (2) SPECIAL; (3) CONSEQUENTIAL; 
(4) PUNITIVE; (5) INCIDENTAL; (6) DAMAGES TO PROPERTY; (7) LOSS OF GOODWILL; (8) COMPUTER 
FAILURE OR MALFUNCTION; AND (9) DAMAGES FOR PERSONAL INJURIES (EXCEPT WHERE SUCH 

INJURIES ARE CAUSED BY THE NEGLIGENCE OF WB GAMES), RESULTING FROM THE POSSESSION, USE 

OR MALFUNCTION OF THIS PRODUCT, EVEN IF WB GAMES HAS BEEN ADVISED OF THE POSSIBILITY 

OF SUCH DAMAGES. WB GAMES' LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE 
TO USE THIS PRODUCT. SOM ‘ATES DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY 
TO YOU AND YOU MAY ALSO HAVE OTHER LEGAL RIGHTS THAT VARY FROM STATE TO STATE. IN SUCH 
INSTANCES WB GAMES’ LIABILITY SHALL BE LIMITED TO THE FULLEST EXTENT PERMITTED BY LAW. 


GENERAL: The terms set forth in this Agreement, including the Warranty Limitations/Disclaimer and 
Limitation of Liability, are fundamental elements of the basis of the agreement between WB Games and you. 
WB Games would not be able to provide the Product on an economic basis without such limitations. Such 
Warranty Limitations/Disclaimer and Limitation of Liability inure to the benefit of WB Games’ licensors, 
successors and assigns. This Agreement represents the complete agreement concerning this license between 
the parties and supersedes all prior agreement and representations between them with respect to the subject 
matter herein. This Agreement may be amended only by a writing executed by both parties. If any provision 
of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only to the 
extent necessary to make it enforceable and the remaining provision of this Agreement shall not be affected. 
This Agreement shall be construed under California law as such law is applied to agreements between 
California residents entered into and to be performed within California, except as governed by federal law, 
and you consent to the exclusive jurisdiction of the state and federal courts located in Los Angeles, California. 


LOONEY TUNES: ACME ARSENAL software © 2007 Warner Bros. Entertainment Inc. Developed by REDTRIBE. The ratings 
icon is a trademark of the Entertainment Software Association. All other trademarks and copyrights are the property 
of their respective owners. All rights reserved. 


LOONEY TUNES and all related characters and elements are trademarks of and © Warner Bros. Entertainment Inc. 
WB GAMES LOGO, WB SHIELD: ™ & © Warner Bros. Entertainment Inc. 
(s07) 


